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STARTING UP 


in the usual way. 


%iJhe SENSIBLE SOCCER title screens should appear 
giew moments 

5 . Press any Button (except SELECT) on your control- 
pad to take you to the Main menu. 


















CONTROLS 


R Button 


L Button 


X Button 


A Button 


B Button 


Y Button 


Control Pad 


SELECT Button 


START Button 


Sensible Soccer has two different game environments, 
the menus and orv the pitch. To use the menu system, 
move the directional controls on your control pad to 
highlight each option box. Press any Button (except 
SELECT) on your control pad to select the option cur¬ 
rently highlighted. Controlling the players on the pitch 
is discussed in the ‘Player Controls’ section. 




















Sensible Soccer is 
England it is what \ 






briefly below. Aro und the I oolba If action we have 

Cups, Leagues and Championships, both real and 
imaginary. All of these features should add to your 












Layman's Rules of Football 

Here then for the uninitiated are a very basic set of 

rules for the game of football. 

Inhere are 2 sides of 11 players each. 

2. One player on each side is called a goalkeeper and 

||;|oalkiipers generally stand in front of the goals at 
either end of the pitch wearing dark green jerseys. 
Goalkeepers are the only players allowed to touch 
the ball with their hands, so watch out. 

% Each team is given a direction to kick in and the 
object of the game is to kick the ball into the goal or 
net that your opponent's goalkeeper is defending. If 
you manage to do this then your team has scored a 
goal. 

4. After 45 minutes the goalkeepers swap ends and the 
teams kick the other way up the pitch. The interval 
between the two halves is called Half Time. 

5. After 90 minutes the game ends and the team that 
has scored the most goals wins, Hurraaah! If both 
teams have scored the same amount of goals after 
90 minutes then it is called a draw... 
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6n Penalties and the 

game is stilha dwatter Extra Time or, if it is a draw 
after 90 minutes and no Extra Time is permitted, 


of a Penalty Shoot Out. 

A Penalty Shoot Out is a sequence of Penalty Kicks. 
A penalty kick is where the ball is placed on the 
penalty spot (the spot in the middle of the big box 
near the goal net) and a player from one team has to 
try;and kick the ball past the opposing goalkeeper 
and into the net. In a Penalty Shoot Out the teams 
take it in turns to take penalty kicks against each 
other until each team has taken five penalty kicks. 
Thi-team that has scored the most goals from the 
penalty kicks wins. If both teams have scored an 
equal amount of goals from their first five penalty 
kicks then a situation arises known as Sudden 















Death. During Sudden Death each team takes one 
penalty kick each and if necessary another penalty 
kick each until during such a brace of penalty kicks 
one team scores and the other team doesn't. In this 
| case the scoring team is the winner. 

9, A match starts with either team kicking off from the 
centre spot (the spot in the middle of the pitch). 
Both teams then continue to boot the ball around 
until one of five things happens. Either: 

The ball goes over the touch-line to the side of 
the pitch for a Throw In. In which case a member 
of the team that wasn't the last to touch the ball 
will pick it up and throw it back onto the pitch 
from the point on the touch-line where the ball 
left the field of play. The players can then contin¬ 
ue to boot the 1 ound. 

ii. The ball goes ovlfflWbcli-One behind one of 
the goals. If the last person to touch the ball was 
the goalkeeper defending that goal or any other 
member of his team then this results in a Corner 
Kick to be taken by the other side. For a corner 
kick the ball is placed in the quarter circle in the 
corner of the field of play nearest the point at 











team incflll|pe gtDal keeper who are defending 
that goal. This results in a Goal Kick to the 


area (the little box near the goal net), nearest the 



and kick the ball back into play, 
member of one of the teams accidentally kicks 


lis is called a Foul. If a foul is committed then 
game is stopped and the team whose player 




! team-mates restarts play by kicking 










the ball. However if the foul is committed inside 
one of the penalty boxes (the big boxes next to 
the goal nets) and the player who was kicked is 
not on the same side as the goalkeeper defending 
j§l!,: that goal, then the hobbling player and his team 
are awarded a Penalty Kick (see Rule 8), not to be 
confused with a Penalty Shoot Out. After the 
®l|pnafiylick has been taken play continues as 

One of the teams scores a goal. If this happens 
the ball is replaced on the centre spot in the mid¬ 
dle of the pitch and play restarts with the team 
who didn't score the goal kicking the ball. 

O.At any of the points in the game described in Rule 9 
above it is possible for either team to swap one of 
their players on the field of play with < 
spare players on the bench. This is ca 
Substitution. Each team can make up to two 
Substitutions in any one game. 

11.There is no offside, not in this game. 
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is too far away from 
g for any reason. 

Off the Ball Controls 

These controls apply when the man under your control 
is not in possession of the ball. 

Running 

To direct your man simply press your controller in the 


man curre 

the ball or 




in possession 


e to slide into the 
n Y, X, B or A,. 


n is sliding it is possible to get 
a direction different to the one 
















in which he is sliding when he makes contact with it. 

To do this the controller must be redirected whilst a 
man is in mid-slide before he has made contact with 
the ball. This is a skill which has to be mastered. 

Headers 

When tSlball is in the air and you press Button Y, X, B 
tp, instead of sliding into the ball the man under your 
control will attempt to head the ball. Such headers can 
also be deflected in a similar way to sliding tackles but 
redirecting must take place before contact with the ball 
has been made. 

On the Ban Controls^ 

These controls apply only when your man is in direct 
possession of the ball. The control methods described 
below can be adjusted to suit your own preferences by 
changing the difficulty level in the ‘Options’ menu. 

Dribbling 

When on the ball simply press your controller in the 
direction in which you want the player to dribble with 
the ball. You will find that as the player gathers speed it 
is harder for him to change direction and retain control 






On B whilst you are 


directing the S 


should be firmly pressed. Note that if you 
p either Button, it will perform a pass. 

nd Bend 









within a very short time after Button Y or Button A is 
initially pressed. It is not necessary to release the 
Button before redirecting. 

Redirection Table for Lift and 
i 

Assuming the player is running and kicking up the 
pitch, lift and bend when applied to a shot will work in 
the following manner: 


A Normal Straight Kick 


A Normal Kick Bending to 
the Left 

A Lobbed Kick Bending 
to the Left 


An Up and Under Bending to r | ^ Art Up and Ui 

the Left * to the Right 

A Normal Straight Kick 
Centred Joy pad=A Straight Lobbed Kick 













Shoot (Button X) 

You can use either 
at goal. Depe 
can also ui 


r will shoot towards the 
will head towards 
the goal. If the player is near the ball, he will slide in 
and knock it towards the goal. 

i playe 

I. If the ball is in the air, the 
is near 

the ball, he will slide in and knock it to safety. 




II set piece kicks and throws work as a normal kick or 



















about to take a goal kick, in which case all they can do 
is kick the ball out. 

Tie Bench 

The bench can be called on at any time during the 
gihsY|p the ball is out of play, or if a free kick has 
been awarded, or before the beginning of a half. To 
||§ss the bench press either the LEFT or RIGHT 
switches located on the edge of the controller. This can 
only be done when the ball is out of play or before a 
free kick or at the beginning of a half. 

Moving the arrow up and down the bench enables the 

selection of the manager or substitutes, press Button Y 
or Button A to select 

The Manager is the one wearing the brown coat and he 
is used to change the team formation on the pitch. 
When he is selected, press up and down on your con¬ 
troller to select the new formation from the Manager’s 
menu and then press Button Y or Button A. 


















Subs| 

er to clidos^ #tioijjL|lr he wishes to take off.'When 
the player to be brought off is selected he will run off 
the pitch and the selected substitute will run on. 


menus, press the controller left or right. 

Replay 

To replay the last five seconds or so of action, press the 
SELECT Button during play. A large R will appear in the 


continue as normal once the replay is finished. 



a match, press the START 
buttdn. To continue playing, press START again. 









Ell! 

You can exit a match by pressing SELECT after the 
game has been paused. You will be given the option to 
CONTINUE or EXIT. Button A or Button B are used to 
make the selection. Selecting EXIT will abandon the 
match. In a cup or league match, you are automatically 
awarded a 5-0 defeat against you. 

The menus are divided up into four initial categories: 
National Teams, Club Teams, Custom Teams and 
Options. For starters, choose the Options box by press¬ 
ing the controller until the box is highlighted (flashing). 
Now press anytbffte Buttons on your control pad Y 
(except SELECT) to select it. 

Reset Battery Rant: This will wipe out any saved 

games that have been initiated. 

Game Length: The real time length of each match can 

be set to either 3,5,7 or 10 minutes. 

Menu Music: The music played during the menu sec¬ 
tions of the game can be toggled On/Off. 




















should leave the game set at Beginner level. This level 
allows you to dribble and turn quickly with the ball 
without losing control of it. The exact differences 
between each difficulty level are explained below: 

Beginner: The computer opposition is easier. Each 
player has an easy ball dribbling ability, where the ball 
will stay with the player even then making quick 
changes in direction. The special SHOOT button is also 
employed. Pressing this button near to goal will make 
the player shoot towards goal every time. 

Normal: The computer opposition is set to a normal 
level. The easy ball dribbling ability is still employed. 
Only STAR players can use the special SHOOT ability*. 

Expert: The computer opposition is at the hardest 
level available. Only STAR players have the easy ball 
dribbling ability, and only STAR players can use the 
SHOOT ability*. 

*(lf the player using it isn't a STAR player, then the 
SHOOT button will act just like the Kick button). 

Language: You can choose between English, German, 
French or Italian. 
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either two players or the 
is also a chance to 


watch computer versus computer) 


a player team, select it once to turn it 


right number ot teams must be chosen before the 




teams are chosen, select Play Match (see also Pre 
















Cup 

The Cup competition is basically a knockout competi¬ 
tion for 2-64 different teams at any one time, where 
during a series of games the winning teams remain in 
the competition and teams that lose are eliminated 
immediately, until in the end there are only two teams 
left to play out the last match of the Cup in the Cup 
Final. The winner of the Cup Final gets the Cup and the 
Glory. 

There are options to select the pitch type/weather, the 
number of teams/rounds and the inclusion of extra time 
and/or penalties at various stages of the competition. 

If a match is drawnifter 90 minutes then extra time will 
be played if the option has been selected as Yes for that 
round. Extra time wifi also be played if Replay has been 
selected and the game is a replay. If No is selected then 
no extra time will be played. 

The possibility of penalties is dealt with in an identical 
way to extra time but if both are possibilities then extra 
time will always occur before penalties. 














If two-leg matches are to be 


course of two 


Goals rule has been set to Yes, then the team which 
scored the most goals in the away leg will be the win 
ner. If after taking this into consideration the result is 


or one-leg matches where the match has 


in order to determine a winner. 


Menu 


1 ! : 












i The teams for the Cup competition must then be cho¬ 
sen using the blue Choose option in a similar way to 
| selecting teams for a Friendly. Up to 64 teams can be 
I selected at once and all 64 teams can be player teams if 
desired. 

When you are happy with all the options select Play 
I Cup to start the competition. 

When into the Cup sequence proper keep on selecting 
I Play Match followed by Next Match to play the next 
: match in sequence. 

Computer results will be calculated when appropriate 
and played in sequence with matches involving either 
one or two players. All player matches will lead onto 
| the Pre-Match Tactics screen (see below). 

To scroll through the ll|§|sults of a round use the : 
red arrows at the side of the table. 

I A Cup can be exited and returned to at any time provid- 
| ed that another Cup has not been initiated either via the 
| Cup or Specials options. 









HMSOGGER 


League 



The team with the greatest number of points after all 
matches have been played wins the League. 

Number of Teams, Number of Times to Play each Team, 


SELECT) to select the one you want. 

Choose league teams using the Choose League Teams 
box in the same manner as used for Friendlies and 
Cups above before selecting Play League. 

Once in the sequence of games select Play Match and 
Nextftich as in the Cup option above. 

Results are tabulated game by game. 












A league can be exited and returned to at any time pro¬ 
vided that another league has not been initiated either 
via the League or the Specials option. 

Special League/Cup competitions 

To help players to get going quickly in Cup and League 
competitions SENSIBLE SOCCER offers various preset 
Cup and League competitions for the various different 
team types (International, Club or Custom). 

The Specials available depends on the current data that 
has been loaded, and the current Difficulty level. 

When Club teams are loaded the choices are: 

t x ? which has 64 teams with two legs plus the 
away goals rule for alt rounds including the final. 

Euro Superleague where 20 teams play each other 
twice scoring two points for a win. 

Cup Winners Cup and European Cup both of 

which have 32 teams, a one-leg final and two legs 
including the away goals rule for all other rounds. 

When National teams are loaded the choices ire: 

World Championship The World Championship is a 











teams gets the glory. 

The Maastricht Cup is a cup competition involving 
32 teams. There are five rounds to play through. If a tie 
ends in a draw then extra time is played. If it still 



in Championships where 8 teams are divid- 
Itwo sub-leagues of 4 teams each. Each team 
plays every other team within the sub-league once in 

). After all matches 


ed, the bottom two 
















teams of each league are eliminated and the winners of 
each league play the second-placed team in the other 
league in the semi-finals. The winners of the semi¬ 
finals then go on to play the final. 

When Custom teams are loaded the choices are: 

The 8||lif League is an 8 team league where the 
teams play each other once. 

BlfllllifllMiriameiit is a 16 team cup competi¬ 
tion. Each round is played over two legs, with the 
aggregate score deciding the winner of each tie in the 
round. If the tie is drawn at the end of the 
second leg then extra time is played. If the scores are 
still level then the match will be decided on 
Penalties. 

The i|| Cup with 64 teams and single-leg matches 
except for the two-leg semi-finals and final;, 

The Chicken League with 2 teams playing each 

other five times scoring three points for a win. 

There is no limit to how many of the teams in all of 
these specials can be selected as player s but the 
player(s) should select at least one team as a player 
team if s/he wishes to play in the relevant competition. 










Saved 

The next option will either say 'No Game Saved’ or 
‘Continue...’ followed by the name of the tournament 
that was saved last in Battery Ram. Selecting this 
option when a save game is present will allow you to 
continue in that league or cup match. Saved games are 
saved automatically to Battery ram on your behalf. Up 
to three can be present at once (one for each team data 
type, e.g National, Club or Custom). 

Pre-Match Tactics 

Before each match every player team is given the 
option to rearrange the tactical layout of his/her team. 

The formation can be changed by selecting the appro¬ 
priate-box. There is a choice between eight formations: 
4-4-2, 5-4-1,4-5-1,5-3-2, 3-5-2, 4-3-3, All Out 
Attack and All Out Defence. 

SuSstjtutes are highlighted at the end of the player list. 
To ehftge players around on the field or to swap a 
substitute with someone in the starting line-up, select 
the name of the player to be moved from the list of 
names down the left-hand side of the screen and then 







pick his new position within the formation. The renum¬ 
bering of swapped players is automatic. 

If a player is placed out of position (e.g a forward is 
played in defence) then their name and their position 
on the formation diagram will be displayed in red. 

The likely formation of the opposition team for the cur- 
l||f match can be seen if View Oppo is selected (press 
any Button (except SELECT) to exit). 

Once the player is happy with the team formation Play 
Game should be selected using the controller with 
which s/he wishes to play the game itself. 

For a two-player game both players will be allowed to 
edit their own team formation in turn before play com- 

And then Bingo, Bongol let the fun begin. 
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"Sony Electronic Publishing warrants to the original purchaser of this 
Sony Electronic Publishing product, for a period of ninety (90) days 
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